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Abstract 
In the context of contemporary society, the concept of lifelong education is acquiring a growing importance, being involved in 
many aspects of social and professional life, from retraining to personal development and quality of life. From the perspective 
of the quality of life, permanent adult education must address the issues of leisure sports activities, particularly those carried 
out in groups. These types of physical activities, in addition to the physiological, somatic and motor benefits, have strong 
educational valences related to the psychological and social domains. In the present study we tried to find out the way in 
which psychosocial effects of recreational group sports activities are reflected in the adults’ consciousness. We also tried to 
capture the differences that arise regarding the matters referred to above between group sports activities with a competitive 
component (such as sports games) and those without a competitive component (group fitness programs).  We undertook a 
questionnaire-based investigation, the subjects being required to assess the importance of recreational sports activities on 
meeting some needs related to the multilateral development of the personality and the improvement of social skills that affect 
quality of life. Responses were single, closed, subjects scoring the degree of validity of each statement on a Likert rating scale 
from 1 to 5 (1 = no impact, 2 = minimal impact, 3 = medium impact, 4 = high impact, 5 = maximum impact). 
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1. Introduction 
The dynamics of modern society requires special skills from individuals, both psychological (ability to adapt 
to constant changes, high stress resistance, etc.) and biological (functional and motor potential). In that context, 
lifelong education becomes imperative.  
Thus, the idea of continuing education, having first appeared in France in the ’60s, receives an increasingly 
higher value, physical education being an important part of this process. The objectives pursued by self-education 
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aim at the acquisition of information, knowledge, skills that will serve the subject to better fit the rigors of socio-
professional life. Lifelong learning naturally includes the adults’ leisure activities. Free time is an issue for 
society and the individual alike, being a component of the standard of living and therefore of the quality of life. 
From this perspective, the motor activities undertaken by adults in their free time, the so-called leisure sports 
activities, prove to be of utmost importance. In Romania, a recent study coordinated by Marginean and Precupetu 
(2010) shows the growing importance of leisure sports in people’s free time options (15% in 1993, 26 % in 2010), 
although sedentary tendencies still prevail (95% watching TV).   
Speaking of motor activities "as a stimulant of the body and as an antidote and a means for purging the 
harmful influences of a civilization characterized by inactivity and overstress" Epuran (1999), apud Bota (2006), 
highlights the benefits of physical exercise on the human body. 
Dumazedier (1988) talks about the value of leisure as "social time affected to the self, the self as a priority." 
Sports, participation in family, cultural and artistic activities, social contacts with friends are seen as having a 
positive effect on personality development through the accumulation of human, as well as social and cultural 
capital, with effect on increasing the quality of life. 
In developed societies the concept of quality of life was analyzed based on the idea that material abundance 
and economic progress are not enough for people to be satisfied with their way of life. This requires a wider 
evaluation of people's global life problems. Currently, research on the quality of life brings together specialists in 
the field of social sciences, medical science, sports science, etc. Hence quality of life is a synthetic concept, the 
mirror that reflects the whole social system. 
2. Method 
2.1. Purpose 
We sought to highlight the way in which psychosocial effects of recreational group sports activities are 
reflected in adult consciousness. We also tried to capture the differences that arise in connection with the matters 
referred to above between sports activities with a competitive component (such as sports games) and those 
without a competitive component (group fitness programs). 
2.2. Premises 
Education for physical activities has become today one of the issues that concern state policies and strategies. 
In economically developed countries, concern for improving quality of life has grown dramatically, and our 
country has also set as an objective the improvement of the quality of life through physical education and sport. 
2.3.  Hypotheses 
Hypothesis 1 - Leisure sport activities have multiple benefits towards meeting some needs related to the 
multilateral development of the personality and to improving relational skills, with an effect on enhancing the 
quality of life. 
Hypothesis 2 - There are differences in the hierarchy of importance given to these needs, depending on the 
type of leisure physical activity practiced (sports games or group fitness activities). 
2.4. Subjects and Procedure 
The study was conducted on a sample of 62 subjects, adult practitioners of leisure physical activities in the 
gym of the "Carol Davila" University of Medicine and Pharmacy in Bucharest. Of the 62 subjects, 22 had 
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practiced sports games (volleyball and basketball), and 40 were included in group fitness programs (Interval-
training, Circuit-training, Fit-ball, Stretching). The subjects’ participation in the study was voluntary. 
Our study was a questionnaire-based survey. The questionnaire included 11 items related to the concept of 
continuing adult education, each corresponding to a group of needs aimed at the continuous development and 
improvement of multilateral personality or social skills, with a strong social impact. Subjects were asked to rate 
the importance of leisure physical activities in meeting these needs and therefore their importance for the lifelong 
learning process, with an effect on improving the quality of life.  
Responses were single, closed, subjects scoring the degree of validity of each statement on a Likert rating 
scale from 1 to 5 (1 = no impact, 2 = minimal impact, 3 = medium impact, 4 = high impact, 5 = maximum 
impact). 
3. Results and interpretation 
After analyzing the statistical interpretation of the responses obtained we could produce a synthetic picture of 
the ranking of leisure physical activities according to the contribution they make to meeting the 11 groups of 
needs. This ranking was based on calculating the average score obtained by each group of needs. The average 
score for each factor was obtained by dividing the sum of the products of the number of references and the score 
assigned to each factor, to the number of subjects (for instance - 14 citations "maximum impact" x 5 = 70 + 12 
citations "high impact" x 4 = 48 etc, all divided by the number of subjects). 
Sports Games  
The impact of sports games on satisfying the investigated needs is reflected in Table 1. 





No. Groups of needs considered Average influence from  leisure sports games 
1. Need for movement 4.29 
2. Need for healthcare 4.24 
3. Need for disconnection/compensation 4.04 
4. Need for satisfaction/fulfillment 3.92 
5. Need for status 3.85 
6. Need for communication 3.80 
7. Need for competition 3.78 
8. Need for socialization/integration 3.68 
9. Need for improving self-image 3.65 
10. Need for self-challenge/actualization 3.63 
11. Need for association/affiliation 3.56 
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Need for movement ("state of wellbeing" that accompanies physical exercise) was found to be in the "high 
impact" (43.9%) or "maximum impact" (41.5%) range for most respondents. A percentage of 14.6% indicated 
"medium impact", while none of the respondents chose "minimal impact" or "no impact". 
Need for healthcare - Most of the subjects highlighted the importance of leisure physical activity in satisfying 
this group of needs ("maximum impact" 53.7%,"high impact" 19.5%, "medium impact" 22%). Only a percentage 
of 4.9% considered this criterion as unimportant, indicating "minimal impact". 
Need for disconnection/compensation - This group of needs is satisfied largely by the practice of competitive 
leisure sports activities. Thus, 39% of the respondents chose "maximum impact", and 36.6% selected "high 
impact". Only 9.8% went for "medium impact". 
Need for fulfillment/satisfaction - Satisfaction comes fourth in the hierarchy of influence from sports games, 
with 36.6% of the respondents going for "maximum impact", 31.7% for "high impact" and 19.5 % for “medium 
impact”. "Minimal impact" was chosen by the remaining 12.2% of the respondents. 
Need for status - Status-related issues were mentioned in fifth place, with the highest number of respondents 
choosing "medium impact" (43.9%). Here we noticed a relatively wide and balanced distribution of answers, the 
percentages for "high impact" and "minimal impact" being equal (14.6%). 
Need for communication - In the opinion of most respondents, the need for communication is well satisfied by 
practicing sports games. The largest share of respondents chose "high impact" (36.6%), while 26.8% went for 
"medium impact" and 22% for "maximum impact". There is a significant percentage of subjects (9.8%) who 
believes that there is "no impact", while 4.9% chose "minimal impact". 
Need for competition - The fact that the need for competition was ranked in the lower part of the hierarchy 
appears to indicate that participation in games is more important for the respondents than their desire to win. A 
total of 34.1% of the respondents opted for "high impact", but only 19.5% chose "maximum impact", while 
29.3% considered that the impact was "medium". 
Need for socialization/integration - Meeting the need for socialization and group integration is also considered 
to be fulfilled by practicing leisure sports games. Thus, 40.9% of practitioners felt a "high impact" in this area, 
13.6% “maximum impact” and 9.09% “'medium impact”. 
Need for self-challenge/self-actualization - The need for self-challenge, for overcoming their own limitations 
is placed by respondents lower down in the ranking, the same as in the case of the need for competition. Only 
9.8% of the respondents chose "maximum impact", while 34.1% indicated "high impact." 
Need for improving self-image - For this need, the most frequent response was "minimal impact", with 34.1%, 
followed by "high impact" and "maximum impact" with 22% each. 
Need for association/affiliation - The need to associate/affiliate does not appear to be satisfied to a very high 
extent, the largest share (29.3% of the respondents) having chosen "medium impact". 
Group fitness programs 
The impact of fitness programs on the satisfaction of the needs investigated is reflected in Table 2. 
Need for movement - Just as for sports games, the practitioners of group fitness programs consider that the 
need for movement is met at the highest level. None of the respondents considered it unimportant, only 10% 
opted  for "medium impact", while 62.5% indicated "maximum impact" and 27.5% "high impact." 
Need for fulfillment/satisfaction – Meeting the need for fulfillment/satisfaction is ranked second, the pleasure 
produced by practicing this type of exercises being labeled as "maximum impact" by 45% of the respondents, 
"high impact" by 17.5% and "medium impact" by 32.5%. The remaining 5% of the respondents indicated 
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Need for healthcare - Sport’s sanogenic valences are considered to have a "maximum impact" by 45% of 
fitness practitioners, 40% indicating "high impact" for this group of needs. Further 7.5% indicate “medium 
impact", the same percentage as for "minimal impact" or "no impact". 
Need for self-challenge/self-actualization - This needs proves to be highly satisfied by the practice of fitness 
programs, which can be explained by the typical features of this type of exercise. Most subjects (42.5%) consider 
the influence of fitness programs on this need to have "maximum impact", while 35% indicate "high impact" and 
12.5% "medium impact". Only 10% chose "minimal impact". 
Need for improving self-image - The need to improve self-image is largely met by the practice of fitness 
programs, 37.5% of respondents reporting "high impact" on this issue, 22.5% "maximum impact" and 17.5% 
"medium impact". 
Need for disconnection/compensation - This need was ranked outside the top tier of needs met by the practice 
of fitness programs, but it nevertheless occupies a fairly important position. Most of the 40 respondents opted for 
"medium" or "high" impact (37.5%), while 15% chose "maximum impact". 
Need for socialization/integration - Meeting the need for socialization/integration is ranked higher, somewhat 
surprisingly, by practitioners of group fitness programs than by practitioners of sports games. The answers 
provided by the respondents are distributed in a relatively balanced way, 25% choosing "high impact" and 
"medium impact", 22.5% "no impact", 17.5% "maximum impact" and 10% "minimal impact". 
Need for communication - This need comes lower for fitness than for sports games practitioners, both for the 
ranking in the hierarchy and for the score. Nevertheless, the need for communication is pretty well met by fitness 
programs. Similar shares (25%) chose "high impact", "medium impact" and "no impact". Moreover, 17.5% think 
that the impact is "maximum", while for 7.5% the impact is "minimal". 
Need for association/affiliation - The need for association/affiliation is placed in the lower part of the ranking, 
but this was to be expected for fitness, which is an individual sport. The distribution of answers among the 5 
options is fairly balanced, 22.5% choosing "high impact" and "medium impact", 22.0% "maximum impact" and 
"minimum impact", and 15% "no impact".  
Needs for competition – The need for competition is naturally met to a low extent by the practice of fitness 
programs. 42.5% of practitioners chose "minimal impact" and 32.5% "no impact". There is however a cumulative 
percentage of 25% of respondents who indicated positive levels of satisfaction (12.5% "medium impact", 7.5% 
"high impact" and 5% "maximum impact"). The explanation can probably be found in the emulation that is 
No. Groups of needs considered Average influence from  group fitness programs 
1. Need for movement 4.52 
2. Need for satisfaction/fulfillment  4.17 
3. Need for healthcare  4.10 
4. Need for self-challenge/actualization 4.00 
5. Need for improving self-image 3.65 
6. Need for disconnection/compensation  3.42 
7. Need for socialization/integration  3.05 
8. Need for communication 2.95 
9. Need for association/affiliation 2.50 
10. Need for competition 1.80 
11. Need for status  1.80 
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generated during the practice of fitness programs and which stimulates the practitioners’ ambitions to compete 
with their gym colleagues. 
Needs for status - This need is the least satisfied by the practice of fitness programs, the absence of a 
competitive edge being probably the main explanation. A share of 35% indicated "no impact" for the meeting of 
this need. "Minimal" and "medium impact" was chosen by 27.5%, while only a 9.5% cumulative percentage 
indicated "high impact" or "maximum impact". 
 
Overall hierarchy of the needs considered for the two samples taken together 
 
In Table 3 we have summarized the average scores recorded for the two samples taken together. 









4. Conclusions  
The need for movement, included in our genetic code and often neglected by modern lifestyle, is met at the 
highest level by the practice of both forms of leisure physical activities considered, being mentioned first in both 
rankings.  
The need for healthcare is second in the centralized ranking and the need for disconnection/compensation is 
also well positioned, which indicates that adult practitioners of leisure physical activities are fully aware of the 
sanogenic and preventive valences of physical exercise. 
The accomplishment of the need for fulfillment/satisfaction ranks third, which indicates that respondents also 
practice these activities out of sheer pleasure, not only because they are aware of their benefits. 
The need for self-challenge/actualization and the need for improving self-image are both well positioned, 
which indicates a state of emulation, activation, mobility and openness of the respondents’ psychological and 
emotional sphere, who get to satisfy their emotional needs by practicing leisure sports activities. 
In the lower part of the ranking we find the needs pertaining to relationships - the need for communication and 
the need for socialization/integration, which are also met to some extent by group leisure sports activities. 
The need for association/affiliation and the need for status are considered to be met to a lesser extent in leisure 
sports, although we would have expected a slightly better ranking, especially for sports games. 
 
No. 
Groups of needs considered 
Centralized average score of the influence  
from leisure physical activity 
1. Need for movement 4.39 
2. Need for healthcare  4.17 
3. Need for satisfaction/fulfillment 4.04 
4. Need for self-challenge/actualization 3.81 
5. Need for disconnection/compensation  3.73 
6. Need for improving self-image 3.65 
7. Need for communication  3.37 
8. Need for socialization/integration 3.36 
9. Need for association/affiliation 3.03 
10. Need for status  2.82 
11. Need for competition 2.79 
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Surprisingly, satisfaction of the need for competition is ranked last in the centralized hierarchy, and it does not 
come higher in the ranking for leisure sports games either. This shows that victory is not the main goal for the 
practitioners of leisure sports, having fun being the most important thing. 
Based on our findings, we can conclude that the practice of group leisure sports activities meets a wide range 
of needs related to the multilateral development of the personality and to the improvement of skills, with a direct 
effect on increasing the quality of life. This confirms hypothesis No. 1. 
However, an analysis of the contribution of the two types of leisure physical activities to meeting the groups 
of needs under consideration indicates that in the respondents’ view there are differences in the hierarchy of 
importance of these needs by type of leisure physical activities. This confirms hypothesis No. 2. 
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